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Abstract 
 
UNIMAS Badminton Court Booking App is an Android-based mobile application 
that developed to replace the current manual booking system at Sport Complex in 
UNIMAS. This booking app can be used by admin at Sport Complex to manage the 
booking of courts by students.  
Students as users of this mobile app able to book the badminton court no matter 
where or what time because they just have to download the app from Google Play Store. 
They no need to come to the Sport Complex office just to book the badminton court. This 
problem is clearly seen when the students able busy with their assignments or projects 
and they do not have extra time. Besides, manual booking system at Sport Complex office 
is paper based booking as the papers may get lose or damaged. The proposed app is 
developed to solving the problems of manual and inconvenient booking system. 
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Abstrak 
 
 Aplikasi Tempahan Gelanggang Badminton UNIMAS adalah aplikasi telefon 
berasaskan Android dibangunkan untuk menggantikan sistem tempahan manual 
sekarang di Kompleks Sukan di UNIMAS. Aplikasi tempahan ini boleh digunakan oleh 
admin di Kompleks Sukan untuk menguruskan tempahan gelanggang oleh pelajar. 
 Pelajar sebagai kebanyakkan pengguna aplikasi telefon ini boleh menempah 
gelanggang badminton bila-bila masa atau di mana sahaja kerana mereka hanya perlu 
memuat turun aplikasi dari Google Play Store. Mereka tidak perlu datang ke pejabat 
Kompleks Sukan untuk menempah gelanggang badminton. Masalah ini jelas dilihat 
apabila pelajar sibuk dengan tugasan atau projek mereka dan mereka tidak mempunyai 
masa lebihan. Selain itu, sistem tempahan manual di pejabat Kompleks Sukan adalah 
tempahan berdasarkan kertas kerana kertas mungkin hilang atau rosak. Aplikasi yang 
dicadangkan dibangunkan untuk menyelesaikan masalah sistem tempahan manual dan 
tidak membawa kesenangan. 
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CHAPTER 1: INTRODUCTION 
 
1.1 Introduction 
 
The project is about a booking mobile application that will be develop for badminton court at 
sport complex UNIMAS. Badminton court booking app is a mobile application that can be 
downloaded through Google Play Store to ease students around UNIMAS to make their 
badminton court booking online due to the current inconvenient manual booking system at 
sport complex office. It is Android-based app as most of the operating system in the smartphone 
nowadays is also Android. The app is totally free to download and used. The badminton court 
booking app used to be able to track the regularity of using badminton court in UNIMAS as 
well as keep track of booking history by UNIMAS students. 
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1.2 Problem Statement 
 
Sport complex in UNIMAS provides different sport facilities such as badminton, basketball, 
tennis facilities for students to be able to relieve stress from studies and taking a break from 
work. In order to use the facilities, students need to book the facilities using their matric cards. 
Unfortunately, there is still a manual badminton court booking system in UNIMAS. Means 
students need to go to the sport complex office to make their booking a week before. After that, 
the students will have to wait for the approval by checking their booking status at sport complex 
office as well. It is inconvenient for students especially for those who stay outside UNIMAS 
and without transportation. Because of that, some students do not want to play badminton at 
sport complex as they think it is a waste of time to come along to the sport complex office just 
to make a badminton court booking for next week and sometimes there is no available court to 
book as well. To not wasting their time, the students choose to give up playing badminton at 
sport complex during their free time from 5pm to 9pm especially after their classes. Therefore, 
there is a need to make an enhancement on the manual badminton court booking system to 
make it more even effective and convenient. 
1.3 Scope 
The proposed mobile application is an Android-based application. The user scope of the 
badminton court booking app is limited to UNIMAS students as they really need a convenient 
and efficient booking system. The user role of scope also included sport complex stuff as they 
need to manage the booking of the badminton court. 
1.4 Objectives 
 
To develop a mobile application for the badminton court booking system in UNIMAS. 
To evaluate the usability of proposed app by the students around UNIMAS.  
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1.5 Brief Methodology 
 
This project is developed based on an application development methodology called Rapid 
Application Development (RAD). “Rapid application development is a form of Agile software 
development methodology. Unlike Waterfall methods, RAD emphasizes working software and 
user feedback over strict planning and requirements recording.” (Anderson, 2019). There are 
four phases in Rapid Application Development. 
1.5.1 Requirements 
In requirements planning phase, the problems regarding badminton court booking were 
identified. First, the manual badminton court booking system is not convenient especially to 
students who stay outside UNIMAS and without transportation. It is because manual booking 
system require students to come along to sport complex office in order to make their booking. 
Second, after booking is made by student, they need to get approval from the sport complex 
office staffs by coming to the office again the next day. This is unfair when their booking is 
rejected because of some reasons and they get nothing as they came along to the office twice 
just to make one booking. Third, the manual paperwork booking system is not efficient as the 
papers get lost easily and it is also time consuming for the admin Therefore, an enhancement 
must implement on the manual badminton court booking system to make it more even effective 
and convenient. The user of scope is UNIMAS students as they are currently the only user of 
the badminton court at sport complex. The second role of user is sport complex staffs to manage 
the booking. 
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1.5.2 User Design 
There are database design and user interface design in user design phase. For database design, 
students as users and sport complex staffs as administrators. As the users, students can make 
booking on the date, time, and court they preferred. Each administrator will be able to access 
the system to manage the booking whether to approve or reject due to certain reasons thus to 
track the regularity of students using badminton court in UNIMAS. 
1.5.3 Construction 
Construction or develop phase is important in prototype cycles. The user interface is design 
using programming language. The database design is based on the Firebase. The developed 
tool for designing and developing the app is Android Studio which is a software installed in 
laptop. Once the system application prototype has been done, the prototype will be 
demonstrating to the users to test and get their feedbacks. The testing purpose is to measure the 
system usability and performance. This is to identify the effectiveness and how user friendly 
the app is. The app prototype is then been amended based on the users’ request and feedbacks 
after testing the app. To make sure that the app is user friendly in order to ease the users while 
using the app and fulfill users’ requirements, the process of prototype developments, 
demonstrates and amendments are repeated until the completed system has been developed.  
1.5.4 Cutover 
After the construction phase, the app system is consider completely developed and will be 
uploaded to the server and publish to live. Users are able to download the mobile app through 
Google Play Store. After registration is done in the app, the users can start booking the 
badminton court at UNIMAS sport complex online. 
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1.6 Significance of Project 
The significance of the badminton booking app is to reduce time consuming as students do not 
need to come along to the sport complex office and book for the badminton court. Students just 
need to download the badminton court booking app from Google Play Store and register an 
account with their matric number, then start to select the date, time and available court they 
prefer in a very short period of time. The booking status whether been rejected or approved can 
also be seen through the booking app.  
1.7 Project Schedule 
 
 
Figure 1. 1: Gantt Chart of Project Schedule 
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Figure 1. 2: Gantt Chart of Full Project Schedule 
1.8 Expected Outcome 
 
A badminton court booking mobile application is developed to ease students who enjoy playing 
badminton to book the badminton court at their preferred date, time and court in sport complex 
UNIMAS.  
1.9 Project Outline 
 
1.9.1 Chapter 1 - Introduction 
This chapter describes the general understanding of the project. This chapter consists of 
problem statement, project scope, objectives, brief methodology, project significance, project 
schedule and project expected outcome. 
1.9.2 Chapter 2 – Literature Review 
This chapter presents the discussion on the overview of three similar existing mobile apps. This 
chapter highlights the limitations of existing apps and improvement of them. The strengths and 
weaknesses of three existing apps will be identified and analysed. 
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1.9.3 Chapter 3 – Requirement Analysis and Design 
This chapter tells the development methodology used to do the project to fulfil the 
requirement. Rapid Application Development (RAD) will be used as methodology model to 
develop the proposed app. There will also discussing about interface design, use case 
diagram, sequence diagrams, activity diagram and class diagram. 
1.9.4 Chapter 4 – Implementation and Testing 
This chapter discuss about the implementation and testing of the application by setting up the 
configuration and software related such as Android Studio. After implementation or 
development of the application, functionality testing will be applied to make sure the 
application fulfill the requirements. There are two phase of testing which include unit testing 
and system testing. After that is the non-functionality testing for tester to rate the developed 
application. 
1.9.5 Chapter 5 – Conclusion and Future Work 
This chapter mainly focus on the conclusion on whether the objective of this project is 
achieved. Besides, the project limitations have being discuss as well as the future work that 
can be enhance to the application. Lastly the conclusion. 
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CHAPTER 2: LITERATURE REVIEW 
 
2.1 Introduction 
 
This chapter literature review on the existing mobile application is related with Badminton 
Court Booking App that will be developed. Most of the existing related apps are not focusing 
on just badminton court booking functions but also providing booking functions for other sport 
such as football, basketball and swimming. In this review section, three related mobile 
application that mainly focus on badminton sport are described by showing the interface, 
structure and function.  
2.2 Summary and critique of existing mobile application 
2.2.1 Search Book Play Sport Nearby 
Search Book Play Sport Nearby is a sport mobile application that provides detailed information 
about facilities provided, timing, coaching fees, hourly charges, actual pictures of the 
infrastructure where you can play, location details like map, address, telephone and website 
link. Users can search for sport facilities (Athetto Team, 2019). The figures 2.1, 2.2 and 2.3 
below show venue selection and details interface as well as booking page.  
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Figure 2. 1: Search Book Play Sport Nearby Venue Selection Page 
 
Figure 2. 2: Search Book Play Sport Nearby Venue Details and Features Page 
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Figure 2. 3: Search Book Play Sport Nearby Booking Page  
